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PLAYING WORD RADAR 


The Game. Word Radar provides the player with practice in matching impor- 
tant words frequently introduced as sight word vocabulary. The radar screen — 
that appears provides the player with the challenging role of a control tower 
operator scanning words. All of the words appear for a few seconds then are 
blanked out with only white rectangles indicating their positions. As the radar 
beam in the center of the screen begins its circle, the player must match the 
word at the bottom of the screen with one of the words at the top. The player 
must move the blue word viewer to the matching word and fire. The word 
briefly appears on screen with the word viewer. When a hit (match) is made, 
the word remains revealed on the screen and another word appears to be 
matched. All words must be revealed before the radar beam completes its 
circle or the screen will dissolve and the game reset. If this happens three 
times during a game, the game is immediately over. 


Playing the Game. Three sets of keys have been programmed to play this 
game. It will operate with any combination of these keys. 


1 2 3 
ede oO 
oe a 


(left arrow) moves viewer left A= moves viewer left J = moves viewer left 
(right arrow) moves viewer right D= moves viewer right L = moves viewer right 
Space bar fires We fires I = fires 


The game can also be played with the paddle/joystick by using the paddle/ 
joystick to move the viewer right or left and firing with the button. 


Changing the Game. When the program is loaded, it will play: 
at speed 7. 

with word list 9. 

at difficulty level 2. 

at 2 minutes per game. 

with the keyboard. 

with sound in the game. 


To change these options, when PRESS ANY KEY TO PLAY or the score 
screen appears, hold down the CTRL key and press P. The option screen will 
appear. 


i -Srele Fo : 1 is slowest; 9 is fastest 

. WORD LIST 1.2.9 24 words in each of 8 lists, 
increasing in word length; 
9 is combination of all lists. 
 DIFRFIGRET Ya c2:3 1 has 4 words on the screen 
per cycle; 2 has 8 words; 3 
has 12 words. 
. RUNTIME MIN (1... 5) length of time per game 
. PADDLE CONTROL (Y, N) | for paddle or keyboard play 
. SOUND (Y,N) with or without sound in 
game 
_ EXIT GAME CONTROL : to exit game option screen | 


To change the option, press the number of the option to change (number on 
left). The cursor will then flash for the option change; press the desired 
number or letter for that option. The program will change. To exit, press 7. 


Special Features. The score screen will appear at the end of each game. 
Scores provided are the number of hits and misses for the last game and the 
highest and lowest numbers of hits and misses across all games. 
Pressing T will terminate the game at any time during ley) 
The diskette must be in the drive when CTRL P is pressed. 
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e Teaching Strategy : 
presents the steps which describe the procedures in 
the ARCADEMIC approach. 


STEP 1: Establish Aim(s) 

STEP 2: Explain Procedure 

STEP 3: Monitor and Record Student Progress 
STEP 4: Chart Student Progress 

STEP 5: Interpret Student Progress 

STEP 6: Establish Strategies for Improvement 
STEP 7: Setting New Aim(s) 7 


e Content 
presents the rationale behind word selection and a listing 
of all words by content and difficulty level. 
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INTRODUCTION 


Word Radar is one of the six programs in the ARCADEMIC SKILL BUILDERS 
INLANGUAGE ARTS series. It has been designed for effective use in the 
school setting to use with related activities or in the home setting to provide 
exciting learning experiences in an electronic game. 


Each of the programs in this series features the combination of micro- 
computer software and supplementary print materials directed to an 
important skill in the area of language arts. The primary instructional 
component of each program is an exciting and colorful educational micro- 
computer program in an arcade game format. In addition, supplementary 
print material related to the skills presented in the game has been developed 
to match the game to the general curriculum and to facilitate transfer and 
generalization of the skill. 


Word Radar provides the player with practice in matching important words 
frequently introduced as sight word vocabulary. 


The radar screen that appears provides the player with the challenging role 
of acontrol tower operator scanning words in four quadrants. All of the 
words appear for a few seconds before the game begins. They are then 
blanked out with only white rectangles remaining to indicate their position. 
As the radar beam in the center of the screen begins its circle, the player 
must match the word that appears at the bottom of the screen with one of the 
words in the four quadrants. By using the targeted keys, the player moves the 
blue word viewer which appears around a white rectangle to the matching 
word. As this word viewer is moved to word positions, the word is briefly 
revealed. When a match is made, the player fires at the word and a hit is 
scored. When a hit (or match) is made, the word remains revealed on the 
screen and another word appears at the bottom to be matched. All words 
must be revealed (matched) before the radar beam has completed its circle at 
the center of the screen. If all of the words are not revealed by that time, the 
screen dissolves and the game resets. 


The microcomputer software in this package features fast action, colorful 
graphics, and compelling arcade game format to both motivate and teach 
students language arts skills. The supplementary worksheets allow addi- 
tional individual practice for building skills which can be challenged by the 
computer game. The use of the record-keeping sheets provides a way of 
systematically recording performance information, observing changes in 
performance, and making decisions about strategies that may be helpful to 
the player. 


The format of the Progress Chart and its use is an adaptation of a measure- 
ment system called Precision Teaching developed by Dr. Ogden Lindsley of 
the University of Kansas. Students or followers of precision teaching will 
note that not all of the features of it have been accounted for on the Progress 
Chart or in our recommended use; they will also note that many of the fea- 
tures of the computer software reflect strategies encompassed in the preci- 
sion teaching mode. We gratefully acknowledge Ogden’s contribution to 
these games as well as to the broader field of education. 


ARCADEMIC SKILL BUILDERS IN LANGUAGE ARTS is an innovative, total 
approach to teaching basic academic skills incorporating the features of 
electronic arcade games and refreshing new educational practices that will 
motivate, intrigue, and teach the player. 


PURPOSE 


The purpose of Word Radar is to provide players with a highly motivating and 
challenging means of practicing visual memory and discrimination skills with 
basic sight vocabulary. It can be used in school with related classroom 
instruction on basic sight vocabulary or in the home as an entertaining game 
with educational value. Word Radar will provide players with an opportunity 
to develop consistent recognition of basic sight word vocabulary. 


The program will benefit players of all ages needing to increase visual 
memory and discrimination skills and to practice sight word vocabulary. The 
reading level of the words in the program has been purposely controlled so 
that the game can be used by students in the primary grades or students who 
have limited reading vocabularies. 


Use in the School Setting 
INSTRUCTIONAL RATIONALE 


Both ARCADEMIC SKILL BUILDERS IN MATH (DLM's first series) and 
ARCADEMIC SKILL BUILDERS IN LANGUAGE ARTS emerged as a chal- 
lenge to make certain aspects of classroom instruction as motivating as 
arcade games are to players. The result is a total package that includes the 
features of electronic arcade games with proven educational technology to 
provide a fresh new approach to teaching. 


Several key assumptions about how students learn best were reconsidered 
and approached from a less traditional point of view in these programs. 


Success in learning usually means preventing the student from being dis- 
couraged by making too many mistakes. ARCADEMIC SKILL BUILDERS IN 
LANGUAGE ARTS also emphasizes success; but success is reflected by _ 
improvement. Thus, high error rates are important in early stages of learning 
so that improvement is maximized. A preferred strategy in this program is to 
start students where they “aren’t’—at a level where considerable number of 
errors are made—and then move them back or ahead as their performance 
requires. 


Meeting the needs of individual students is another consideration of the pro- 
gram; however, the emphasis is in making the student “want” to learn. These 
programs are written to do that. 


Obtaining the results of a high rate of learning requires structured, rapid, and 
disciplined responding. The ARCADEMIC approach requires rapid con- 
trolled responses at highly motivated levels while providing immediate 
feedback. 


Word Radar and each ARCADEMIC program has three motivational 
features—improvement, fast action, and increasing levels of difficulty. 


Improvement. Players of ARCADEMIC programs do not view poor perform- 
ance as failure but as a challenge to improve. The major improvement 

comes from the student learning the basic skills and concepts related to the 
game. In Word Radar, the key skill is correctly matching words in a basic 
sight word vocabulary. Improvement can also come through familiarity and 
strategy. As the player grows familiar with the game, he/she is able to develop 
and implement strategies to improve performance. 


Fast Action. The programs require a high number of responses in a short 
period of time. The student has no time for interfering and distracting 
thoughts without serious penalty. In Word Radar, the student must rapidly 
match all sight vocabulary words before the radar beam completes its circle. 


Increasing Levels of Difficulty. With ARCADEMIC SKILL BUILDERS IN 
LANGUAGE ARTS routine drill becomes exciting and challenging because 
the student faces a more difficult situation once an established goal is met. In 
Word Radar the difficulty of the game can be changed by increasing the 
number of words to be matched in a single game, the speed at which the 
radar beam completes its circle, and the length of the words to be matched. 


In summary, the ARCADEMIC total approach is based on a philosophy that 
includes these principal points: 


e Students respond to challenge, thus errors are viewed as opportun- 
ities to improve rather than as indications of failure. 

e Repetitious drill, if presented correctly, can be fun and as stimulat- 
ing as procedures and methods typically associated with the higher 
order aspects of learning. 

e An unlimited ceiling on performance will help the student reach 
his/her maximum level of proficient performance. 

e Feedback on the effectiveness of responses assists students in 
implementing performance and instructional strategies which facil- 
itate improvement. 


Manual 


Diskette 


COMPONENTS | 


Each ARCADEMIC SKILL BUILDERS IN LANGUAGE ARTS package 
includes a Manual, a5%" Floppy Diskette (Apple*) with an Instruction Sheet, 
and aset of Blackline Masters. These components work together to present a 
total teaching approach for unique student learning of basic language arts 
Skills. 


This manual provides the overall philosophy behind the package and specific 
directions for using the package. These directions include step-by-step 
guides for use in the school setting and information for use with players in 
the home setting. The directions for using the program in the home include 
information on the length of time to set aside for working with students, the 
various ways the programs can be enhanced in the home setting, and various 
approaches in working with the student in the home setting. 


The directions found in the Manual for implementing the program in the 
school setting provide specific steps, explanations, and directions for imple- 
mentation of the philosophy and strategy behind the ARCADEMIC pro- 
grams. Such directions include setting aims for students in the program, 
monitoring and recording the student’s progress, charting and interpreting 
student progress, strategies for improving student progress, and suggestions 
on linking the programs to other classroom curricula. 


| The microcomputer diskette in this package has the Word Radar game on it. 


The Instruction Sheet with the diskette provides you with step-by-step direc- 
tions for using and handling the diskette and for playing the game. The 
diskette operates on the Apple II/II+ with either 3.2 or 3.8 DOS. Word Radar is 
designed to provide practice in the recognition of sight words. 


The player uses the appropriate keys or paddles/joystick to match sight - 
vocabulary words in a given length of time. The game is timed for a specific 
number of minutes and the object of the game is to get the highest number of 
hits and the lowest number of misses within that length of time. At the end of 
each game, the student’s score appears on the screen stating the number of 
hits and misses in the last game and the highest and lowest scores across all 
games played. 


The diskette can be programmed to fit the needs of individual students 
through the Game Contro/ Options. The options in Word Radar are: 


*Apple is a trademark of Apple Computer, Inc. 


WORD RADAR 
GAME CONTROL OPTIONS 


-OPEED A se39 
~=WORD kisieb=a.9 


_DIEFICGULTY 1: ..3 

_ RUNTIME (MIN) 1...5 

- PADDLE CONTROL (Y,N) 
_ SOUND (Y,N) _ 

_ EXIT GAME CONTROL 


The game is set to automatically run at the options shown in the column on 
the far right of the game options screen above. To change these options: 


te 
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Make sure the diskette is in the drive. 


When PRESS ANY KEY TO PLAY or the scores of a previous game 
appear on the screen, hold down the CTRL key and press P. 


. When the game option screen appears on the monitor (TV), press 


the number of the option you wish to change (number at the left of 


the option). 
. When the flashing of the eee level appears, press the number or 


letter of the new option you want. 


. The program will automatically change. 
. When all changes are made, press 7. The PRESS ANY KEY TO 


PLAY screen will appear and the game is ready to play with the new 
options. 


These game control options allow you to select a variety of = at which the 
aeaieth can play the game. 


. SPEED. Word Radar has nine speed levels which control the rate at 


which the radar beam completes its circle and the length of time 
the words are revealed at the beginning of the game. Speed level 1 
is the slowest speed (words revealed longest) and level 9 is the 
fastest (words revealed the shortest time). 


_ WORD LISTS. This option allows you to select which of the eight 


word lists to appear in the game. Each list has 24 basic sight words. 
The number of letters per word increases gradually from two to six 
with word list 1 containing primarily two-letter words and word list 
8 containing primarily six-letter words. Word list 9combines the | 
words from the previous eight sets of words selected at random in 
the game. 


_ DIFFICULTY. This option allows you to select the number of (nee 


which appear in each of the four quadrants (sections) of the screen 
in agame. In difficulty 1, one word appears in each quadrant; thus 
only four words are to be matched at each game cycle. In difficulty 
2, two words appear in each quadrant—eight words per game 
cycle. In difficulty 3, three words appear in each quadrant equaling 
twelve words per game cycle. 


. RUNTIME. This option controls the number of minutes of playing 


time for each game. Games can be played from 1 to 5 minutes each. 
The game will last for the number of minutes selected OR until the 
radar beam completes its circle before all words are revealed and 
the screen resets three times. 


5. PADDLE CONTROL. By pressing Y in this option, the game is 
played by using the paddles/joystick rather than the keyboard. 
Word Radar functions the same way except that the word viewer Is 
moved and firing is done with the paddles/joystick. | 

6. SOUND. To more closely simulate the arcade format, various sound 
effects have been added to Word Radar. If these are distracting to 
the student or environment, they can be omitted from the game by 
pressing N (no) at this option. 

7. EXIT GAME CONTROLS. When all game options have been made, 

_ pressing 7 will return the program to the PRESS ANY KEY TO PLAY 
and the game. 


Masters The set of 24 blackline masters provides you with copies of 21 worksheets for 
_ timed practice with the words contained on the diskette and three record- 

keeping forms. The first twelve worksheets have been developed to provide 
practice in matching words in the same format and difficulty levels as found 
in the diskette program. Worksheets 1 through 4 represent difficulty level 1. 
Every word in Word Radar is presented once with four choices from which 
the matching word must be selected. These worksheets are in a grid with the 
word to be matched inside a box within each grid square. These worksheets 
have been clearly marked as to difficulty level and word list. 


Worksheets 5 through 8 represent difficulty level 2 and show eight word 
choices in each square of the grid. Worksheets 9 through 12 represent diffi- 
culty level 3 with twelve choices per square. The worksheets for difficulty 
levels 2 and 3 do not have the word to be matched in each grid square. 

A space is provided in each square for you to write in the word to be matched. 
This provides increased use of each blackline since different words and 
combinations of words can be selected for each use. These worksheets have 
also been marked by difficulty level and word list. 


An additional set of eight worksheets has been developed to provide timed 
drill on sight vocabulary for the words contained in Word Radar. Each of 
worksheets 13 through 20 represents one of the eight word lists in the pro- 
gram. These are clearly marked on the worksheets and provide lists for prac- 
tice in recognizing the sight word vocabulary. Worksheet 21 has been left 
blank for you to develop your own worksheets of specific words that may be 
of particular difficulty for an individual student. 


All words on these worksheets are written in lower case to enhance generali- 

zation of learning from computer upper case words. Other specific directions 
for the use of the worksheets are given in the Directions for Use and Teaching 
Strategy sections of this manual. 


The Student Record Sheet is to be duplicated for the student to record the 
hits and misses per game played on the microcomputer. These sheets can be 
used for recording 10 games per day for five days. At the bottom of the daily 
column is space for the student to record the highest and lowest numbers of 
hits and misses for all games played that day. : 


The Progress Chart for games played on the microcomputer has space for 
you to chart the student’s progress across ten weeks. Space is provided at 
the top of the chart to record the Aim(s) for individual students and to record 
the content and difficulty levels at which the student is working. Given the 
variety of times students reach aims (or intermediate aims are set), space is 
provided for recording five different aims. 


The third record-keeping sheet is the Strategies for Improvement sheet. This 
sheet can be used across the program for recording specific plans for help- 
ing the student improve his/her performance on the microcomputer game. 
This sheet provides space for the date the strategy was started, the descrip- 
tion of the strategy, and comments on the results of the strategy. 


DIRECTIONS FOR USE 


To prepare for the use of each program in ARCADEMIC SKILL BUILDERS IN 
LANGUAGE ARTS you should read the teacher manual thoroughly. It is best 
to play the skill building game on the microcomputer before the student does 
to get direct experience with it. Your experience in playing the game will pro- 
vide you with an understanding of the options in the game. Also, before start- 
ing the program, you should duplicate the worksheets and various progress 
sheets and have them ready before any sessions start. 


The Word Radar can be used separately, but the overall strategy behind the 
program allows it to be functionally linked to the language arts curriculum 
and/or to any remedial activities in several ways. Research on learning in 
general and on the DLM ARCADEMIC theory suggests that skills and con- 
cepts are retained and can be transferred or generalized to other situations if 
the student 


1. attaches meaning to aconcept or purpose to a skill; 
2. is provided repeated opportunities to practice the skill; 


3. reaches a level of proficiency which is both accurate and at arate 
of speed approximating automatic responding (not having to 
ponder over an answer or response), and 


4. is provided opportunities to use the concept or skill in a variety of 
settings or ways. 


The overall strategy behind Word Radar and other ARCADEMIC programs 
supports this theory and provides specific directions for various types of 
instruction and incorporating the program into the classroom activities 
dealing with the language arts curriculum. The program can be used as an 
instructional tool to introduce sight word vocabulary. Word Radar compo- 
nents also provide a highly motivational form of drill and practice with these 
sight words. The program also offers suggestions for linking Word Radar with 
other language arts products and for use as an effective reinforcer to other 
educational activities. 


As An Word Radar can be used as an instructional tool to provide the student with 
Instructional Tool the opportunity to increase his/her Skills in visual discrimination and visual 
memory as well as providing practice on basic sight word vocabulary. 


For use in visual discrimination, first introduce the visual elements of words 
such as the configuration or similar beginnings and endings. Then allow the 
student to play the game with directions to notice such elements. If the 
student makes errors in one specific configuration or beginning/ending, you 
can then provide further drill on those particular words before each game is 
played. 


Visual memory can also be improved by playing Word Radar. If the student 
remembers the position of the words after an initial scan of the screen, 
he/she will be able to proceed through a game at a higher rate. Instructions 
to the student reminding him/her to remember where the words are on the 
screen can increase the interest and score of the student in each game. 


Reinforcing newly learned sight vocabulary is a major aim of this program. . 
You can use the word lists in the program to systematically introduce sight 
words to the student. Once introduced, have the student play Word Radar to 
practice the newly learned vocabulary words. 


As Drill Word Radar can be used quite successfully in providing practice with sight 
and Practice word vocabulary already introduced. Using the ARCADEMIC teaching 
strategy, the program can be most successful when you: 


1. Start the student on a word list, difficulty level, and speed at which 
the student can respond but will make frequent errors. Errors in- 


crease both the challenge of the game and the opportunity to learn 
and improve. . 


2. Set the aim on aspecific word list, difficulty level, and speed level. 
When that aim is met, advance the student to the next speed level 
option and reset the aim. Set aims through speed level 7 for the 
same content and difficulty levels. Once proficiency is reached at 
this speed, repeat this procedure with new content and/or dif- 
ficulty levels. | 


3. Provide frequent opportunities to play the game. Long periods of 
time between practice sessions reduce the potential gains and 
effects of the practice. 


Drill and practice on the microcomputer can be enhanced by using the 
worksheets for additional work. Since no written directions are given on 
them, verbal instructions for a given sheet can be given to increase the flexi- 
bility of use. The first twelve worksheets have been developed to provide 
timed drill in matching words at each of the three difficulty levels found in the 
game (four, eight, or twelve words per screen). Each of the worksheets cover 
two content options. By cutting the sheets in half, practice with just one 
content option is possible. The worksheets for difficulty level 1 have the 
words selected in the grid squares. On the worksheets for difficulty levels 2 
and 3, each grid square contains eight or twelve words for matching anda 


As A Link to 
Other Activities 


blank space. The word to be matched can thus be varied per exercise; several 
worksheets can be made for each of these by changing the word to be 
matched in each grid square. Because there are not many word sets per 
worksheet at difficulty levels 2 and 3, you may need to include several work- 
sheets for a minute of timed drill. Stapling several worksheets together, have 
the student mark the word in each box which matches the one written in on 
the line in a one-minute period. 


Worksheets 18 through 20 have been developed to provide timed practice on 
the sight vocabulary in the programs. Each worksheet presents the words 
from one of the eight word lists available on the diskette. You can have the 
student read aloud all of the words as quickly as possible. A final blank 
worksheet has been provided with the same format as the eight vocabulary 
drillsheets. This sheet allows you to make up a drill sheet for a student that 
will provide practice on words you have identified as problematic or impor- 
tant. You can avoid the possibility of astudent memorizing the order of words 
found on any of the worksheets by changing which row he/she starts on each 
time the sheet is used. 


While Word Radar can be used effectively as a separate product, it is a valu- 
able product to use with various other procedures and materials. The sug- 
gested strategies for linking Word Radar to activities and materials related to 
the parts of speech and other effective instructional strategies will maximize 
the transfer and generalization of skills in this critical area of language arts. 
A number of commercially prepared materials on sight vocabulary are avail- 
able for all grade levels. These consist primarily of language arts texts and 
workbooks, worksheets, and games. Many of these provide opportunities for 
the student to use sight words in context and to practice them in a variety of 
ways. Specific materials available from DLM with which Word Radar could be 
used are: 


#637 Sight Word Lab | 

#D2800 Sight Word Lab Il 

#DO700 Sight Word Memory Match 

#DO600 Ladder Games 

#701 Up and Down Game 

#220 Word-Picture Dominoes: Sight Words 


Using the words in this program, a number of materials and activities directly 
relating to Word Radar can be prepared. Activities could include: 
1. Using aspecific word list (or words from a word list), have the 
student write sentences with the words that will use them in 
COntrext: 
2. Make a deck of word cards which contain pairs of cards with the 
Same word on each. Then establish rules for games based on 
building pairs of words, as in “Go Fish.” In inserting an extra “joker” 
card, agame similar to “Old Maid” can be played with the cards. 


10 


STEP 1: 


Establish 
Aim 


3. Prepare flash cards with two words per card. Ask the student to 
determine if the words are the same and then pronounce the word. 
By placing the words in Yes/No stacks (for matching), the flash 
cards can be used independently. 

4. Play ateam or group game in which students take turns looking at 
word pairs and identifying them as matches or no-matches. The 
game could be expanded by having the student explain why they 
do not match (i.e., different beginning letters) or pronouncing the 
word on amatch. This could be played in spelling bee form. 


Additional activities can be generated from suggestions for direct use of the 
blackline masters in the Components section and in activities in the Teaching 
Strategy section of this manual. 


TEACHING STRATEGY 


Because of the flexibility of Word Radar and its total approach, you will be 
able to use it to establish plans for students of various ages and deve- 


lopmental levels to meet their needs. Whether you use the program as an 


independent element in the curriculum or use it as asupplement to other 
language arts activities, the ARCADEMIC theory does include a specific 
procedural approach to the use of the program. The strategy for using Word 
Radar includes the following steps: 


Step 1: Establish aims for the student. 

Step 2: Explain the procedure and establish schedules. 
Step 3: Monitor and record student progress. 

Step 4: Chart student progress. 

Step 5: Interpret student progress. 

Step 6: Establish strategies for improvement. 

Step 7: Set new aims for the student. 


Based on the ARCADEMIC philosophy, establishing an aim for the student 
microcomputer games is an excellent motivational technique. This means 
setting a certain number of hits and misses at a given speed level in Word 
Radar to be reached by a given date. The diskette is programmed for a two- 


‘minute game because this seems to be the best time limit for proficiency and 


motivation in the game. Although the time of each game can be changed with 
the game control options, it is important to be consistent about the playing 
time per game for skill building and charting progress. Scores will then 
represent a consistent rate or frequency of hits and misses. This increases 


the degree of comparability from score to score. (The same should betruein ~~ 


using the drill sheets in timed sessions.) 


Although content and difficulty level are important in playing the game, they 
are less relevant factors in establishing the aim(s) for all students. For 
younger players who have had limited exposure to sight words, content will 
be limited and difficulty level will be determined by the reading level, visual 
memory, and discrimination skills of the student. For older remedial students, 
content and difficulty can become factors in the overall approach to the game 
and included in the overall goals established for use of the program. In both 
cases, the content of the game and the difficulty level should be noted in the 
space provided below the aim to provide needed information about the over- 
all progress of the student, establishing aims in certain instances, and in 
tracking his/her progress. 


It is difficult to give guidelines for establishing aims for your students playing 
the game. It is recommended that no aim be set at less than 40 hits and no 
more than two or three misses per two-minute game. To set specific aims for 
a student to reach, you will need to experiment with the game while consider- 
ing the level and background of the student. One way of setting an aim is to 
play the game yourself and determine an appropriate aim based on your own 
performance. Another excellent resource to use is a student who is already 
quite proficient in matching sight words. Allow the student to play the gamea 
few times until he/she is used to operating the controls and has developed 
some strategy for playing. You can then base aims of other students on this 
performance. 


Setting intermediate goals over several periods of time can be motivating to 
certain students. For a student whose performance is quite low and/or pro- 
gress is slow, you may want to set intermediate aims below the final expected 
performance and gradually increase the aim as the student reaches each one. 


Space is provided at the top of the Progress Chart for recording the aim of the 
student. There is space for recording the number of hits, misses, and date by 
which the aim should be reached. A second line for each aim also provides 
space to record the content and one level at which the student is 
working. 


HITS 22> --- MISSES at Speed Level by_— 


Content. - = >= = = Diffieulty Level 


The speed level of Word Radar ranges from 1 (the slowest) to 9 (the fastest). 
After you‘and the student experiment with the game, you will be able to set an 
appropriate targeted speed level for each student. Field testing proved that 
once students reached high proficiency at speed 7, playing the game at the 
two higher levels (8 and 9) proved good reinforcement without setting an aim 
at these speed levels for extremely rapid presentation. 


After determining the aim for the student and recording it, you may want to 
indicate the aim on the Progress Chart as a visual reference for the student. 
The aim performance level can be marked on the graph by placing a capital A 
for the number of hits and an inverted capital A (WV) for misses on the per- 

* formance level lines at the aim date. (This is shown on the Progress Chart in 
Step 4.) Space is provided for more than one aim per Progress Chart to utilize 
all ten weeks on the chart. 
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STEP 2: 


Explain 
Procedure 


STEP 3: 


Monitor and Record 
Student Progress 


STEP 4: 


Chart Student 
Progress 


Depending upon the student’s experience with the microcomputer and his/ 
her level of competence with sight words, you will need to spend some time 
explaining the object of the game being played and the way in which the game 
operates. Explanation of the game-playing procedures are given at the front 
of this manual and on the Instruction Sheet that accompanies the diskette. 
You may want to include any relationship to other class activities with sight 
words as appropriate. After explaining these to the student and establishing 
the schedule for the work at the microcomputer, observe the student for a few 
minutes to make sure he/she is operating the game correctly. You may also 
want to spend time demonstrating the way in which the game scores are | 
recorded on the Student Record Sheet, discussing the use of the Progress 
Chart, and including the student in actually setting the aim for the game. 


The student should be given a Student Record Sheet before beginning each 
session at the microcomputer. Explain that at the end of each game the | 
student is to record the hits and misses for that game. These are recorded on 
the score screen that appears at the end of the game as Current hits and 
misses—indicating the last game played. These can be recorded on the sheet. 


Because the content and difficulty level are more relevant to individual 
students, you may want to record these at the top of the Student Record 
Sheet below the date. This will help you maintain a record and chart progress 
better for each student. | 


At the end of the session, which will probably include several games played, 
the student should record the highest and lowest numbers of hits and misses 
as shown on the screen score. Space at the bottom of each daily column on 
the Student Record Sheet is provided for recording these numbers. 


Monitoring the student’s progress should include checking the Student 
Record Sheet daily and correlating the content and difficulty levels with other 
activities in language arts. You should occasionally observe the student using 
the microcomputer for any specific difficulties he/she might be having and to 
provide encouragement. 


The Progress Chart used in ARCADEMIC SKILL BUILDERS IN LANGUAGE 
ARTS is technically called asemilogarithmic graph. This type of chart is used 
to note the proportional changes in astudent’s performance. More impor- | 
tantly it can be used to note trends in the performance from which decisions 
on strategies for improvement can be made. It also predicts more clearly and 
easily if the student is likely to reach the aim Set. It provides visual feedback 
of progress to both you and the student. It can also be an effective means of 
reporting to parents on the student's performance. Such a proportional graph 
provides comparisons of student growth more fairly. 7 


As seen on the Progress Chart, the vertical lines are the day lines—the dates 
for charting progress for that day. Space is provided to chart the student’s 
progress across seventy calendar days. The heavy dark lines represent 
Sunday and the remaining vertical lines represent the other six days in the 
week. Space is provided at the top of the chart to write in the date of the week 
you are charting. The calendar date of the Sunday before the student starts 
the program should be noted in the first date slot. 


The horizontal lines on the chart are for charting the number of hits and 
misses in arange from 1 to 100. After locating the correct day line, you will 
chart the hits and misses on the appropriate horizontal line for that date. 


CALENDAR WEEKS 
KEY: 
= : so s SS] - S > = = = = = 
® Hits A Hits alm 9 SS > _~ > > > > > > > 
ald 1S a iS iS iS iS iS iS 8 
X Misses  W Misses aim See yy : - : ‘ S ‘ E 
|= \9] 5 S S = S = = S = 
ak 
100 wf ifm wF. 2 3 4 5 = 7 8 9 10 
Seeeeneisaecae ACEC Mee CL 
cease a ueese See cece te 
SSEaa Sfesc8 Sse eeen TAS eeSe 


- Seer CEe Siseeeitasssiitaaaait 

Hh eae erate 

3 m S56GG06 GSG5G58 SSGSS SS SSSR S55 SESE Ses SSSR nHSSSSs = ceca Sema Se ee ee ce we ee me oe 

9 et Moot ic S0ScSeeeeee Soca sea Sasee = ae ae 

Bes bata eat at anc 
iba Wane PECECCCCEEPEEEE Pee CECE CECE PPE Cee 


CLUE HIATTTOANOATGAAIE BATTUOTTGOIMUSIQKU00000000 1000000 


INU Nn 


CALENDAR DAYS 


As the Key indicates, chart the number of hits with a dot (¢) and the number 
of misses with a small x at the appropriate point. If the student’s score does 
not correspond to a value marked on the chart’s horizontal lines (10, 50, etc.), 
the score must be plotted on an estimated place for that value. As seen on the 
sample Progress Chart, ascore of 15 is placed half way between the 10 and 
20 lines on the chart for the first Monday. When a student obtains a score of 
zero (0), the number should be marked below the score of 1 for that day, as 
has been done on the third day of the sample chart. Also note that the aims 
for both hits and misses have been recorded on the sample chart with the (A) 
for hits and the (V) for misses. Since the student will probably play several 
games during a given day, it is important to be consistent in charting the 
score for that day. The research and field tests indicate that CONSISTENTLY 
RECORDING THE SAME TYPE OF SCORE is extremely important. The 
teachers in our field testing charted scores for the day ina variety of ways— 
all with equal success. In charting scores, you can 
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STEP 5: 


~ Interpret 
Student Progress 


e chart the game with the highest number of hits; 

® average the number of hits and misses across all games played 
and chart those numbers; 

e chart aspecific game that would represent the best score of the 
day, such as the third game out of five games played, for slower 
students or students who are unfamiliar with the microcomputer. 


No matter which method you select to chart progress, be sure to chart the 
number of hits and misses on a consistent basis. 


Once you have charted the scores for several days, connect the hits and 
misses as shown on the sample chart. The hits and misses are not connected 
across weekend dates if the student did not play the game on those days. The 
charted performances will be important in interpreting the scores in order to 
establish the best instructional strategy for a particular student's improve- 
ment and to set new aims for a student. 


As noted in the directions for playing the game, if the radar beam completes 
its circle before all words on the screen are revealed, the game will reset. If it 
resets three times during play, the game ends immediately. If it occurs be- 
cause of some outside distraction, that game should not be recorded. If it 
occurs on every game, a slower speed should be set for the student. When it 
occurs in other situations, it will not affect the charting and interpretation of 
the score. The goal in precision teaching is to reach a set score within an 
allotted time frame. If the game ends prematurely, the student is hesitating in 
responding or making too many errors. While the score does not technically 
reflect the score for the time, it does reflect the responses within the allotted 
time. Thus, the score does accurately show the level at which the student Is 
performing and will show growth as improvement is made. 


Interpreting the graph lines of hits and misses (trend lines) is important in 
setting strategies for improvement and establishing new aims. This should be 
done at the end of one or two weeks of performance. 


Plotting and interpreting both the correct (hits) and error (misses) responses 
will enable you to see the degree of accuracy the student is achieving as well 
as the absolute performance level. By interpreting both of these trend lines, 
you will have a learning picture from which you can plot strategies for further 
learning. The displays of trend lines below represent ten possible learning 
pictures showing the different types of performance patterns. For each pic- 
ture, we have listed a description of the picture and indicated instructional 
strategies for each. (Because the chart is proportional, these learning pic- 
tures are useful at any given performance range on the graph.) The solid line. 
(____) indicates correct responses or hits and the broken line (----) represents 
error responses Or misses. 


A. Hits are lower than misses, but F. Hits are maintaining and misses are 


misses are decreasing and hits are maintaining: if hits are high and misses 
increasing: optimal learning pattern. are low, move to amore difficult step. 
No change necessary—be ready to If not, consider moving to an easier 
move on to the next difficulty level. step or reward for improvement. 


G. Hits are maintaining and misses are 
increasing: teach to errors, consider 
moving back to an easier step. 


B. Hits are accelerating and misses 
are decelerating: excellent learning 
patterns. No change necessary —be 
ready to move to next difficulty level. 


C. Hits accelerating and misses H. Hits are decreasing, misses are 


maintaining: consider teaching to increasing: the program is either 
errors. If errors are low or at zero, getting too hard too quickly and the 
move to a harder level when aim is student needs to move to an easier 


met on hits. level, or motivation is very low and an 


: o incentive system is needed. 


| o 
7 


D. Hits are accelerating and misses Il. Hits are decreasing, misses are 
accelerating: speed Is increasing but maintaining: check for missing 
accuracy Is not. Teach to errors or i prerequisite skills or concepts, 
assign penalty to the errors. consider moving to easier level. 


J. Hits are decreasing and misses 
decreasing: program is too 
difficult. Move to an easier level. 


E. Hits are maintaining and misses 
are decelerating: accuracy improving, 
but improvement in hits needs to be 

~stimulated. Check to see if all pre- 
requisite skills or concepts are clear; 
consider rewarding for increasing 
correct performance. 


In describing instructional strategies for each of the learning pictures, four 
general strategies were suggested in the descriptions of the learning pictures. 
These strategies can be implemented in the following manner. 


TRAINING TO ERRORS. Errors can be determined by the notations of spe- 
cific content and difficulty level and by observing the player using the game. 
If errors are related to specific words, provide instruction and practice which 
specifically addresses those errors. If the errors are motoric and related to the 
manipulation of the keyboard or paddle/joystick, provide guided directions at 
a slower speed for several games. 


PROVIDING CONSEQUENCES FOR PERFORMANCE. Reward correct 
performance or improved correct performance and/or assign penalties for 
errors. : 
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STEP 6: 


Establish Strategies 


16 


for Improvement 


MOVING TO AN EASIER LEVEL. Move the student back to games with either 
or both an easier content (i.e., from word list 8 to word list 2) OR to an easier 


word difficulty level (i.e., from level 3 to level 2) OR to an easier speed (i.e., 


from speed 6 to speed 4). 


MOVING TO THE NEXT LEVEL. Advance the student to the next speed level 
and set the aim OR to another content option which includes more or 
different sight vocabulary and set the aim OR to a new difficulty level and set 
the aim. 


Once the Progress Chart trend lines indicate additional strategies for im- 
proving the scores on the game, you will need to select a specific strategy. A 
separate blackline master is provided for recording the strategies selected for 
two aims that you select. This sheet provides space for recording up to five 
different strategies. It seems unlikely that more than five different strategies 
will need to be tried before one is identified that successfully affects student 


- progress. Research suggests that over 90% of the strategies that work are 


identified by the third try. 


You may want to indicate a specific strategy on the Progress Chart. This can 
be done by making a vertical line on the graph in the white space immediately 
in front of the day line on which it is introduced (this has been done on the 
sample Progress Chart in Step 4). By extending this vertical line above the 
top of the graph, you can write in an abbreviation of the strategy. Marking the 
strategy on the Progress Chart will provide a visual relationship between 
strategies and the performance of a student. (It is best not to connect the 
scores for the hits and misses across a strategy line.) Space is provided on 
the Strategies for Improvement sheet to date the strategy, describe it, and 
record any comments about the effectiveness of it. This will help in planning 
other strategies with other games or for other aims. 


Using the Worksheets. Twenty of the blackline masters in Word Radar pro- 
vide additional practice with the words appearing in the microcomputer 


program. Twelve of these worksheets provide practice with matching and are 


divided into the three difficulty levels found in the program. Eight of the 
worksheets provide for vocabulary drill of the word lists. An additional blank 
sheet is provided for development of individual lists. 


All of the worksheets in the package are marked according to the word list 
and difficulty level of the words included on them. No specific directions for 
use have been given on the masters to ensure the most flexibility in their use 
with individual students. The worksheets in this program can be used in 
several ways for helping students improve. 


Students can be given the appropriate matching worksheet to 
practice individually specific problem areas, such as matching with 
a particular difficulty level and/or word list. These sheets can also 
be used to provide initial introduction to each level of difficulty. 
Instruct student to mark the word that matches the one at the 
bottom of each grid square. 


The vocabulary worksheets can be used for timed practice on the 
sight word vocabulary included for a particular word list. Using 
these sheets in activities can provide initial vocabulary or review of 
vocabulary before playing the game with a new word list. 


The worksheets can be required work on the basis of certain scores 
obtained on the microcomputer game, such as fewer than 20 hits 
on any game or more than 10 misses in any game require drill on 
the worksheets. 

The worksheets can be used to demonstrate mastery on any given 
word list or difficulty level after reaching the aim on the micro- 
computer game. The aim of correct answers on the sheet should 


~ correspond to the aim of hits and misses on the microcomputer 


game. 


The sheets can be cut into individual cards for games or varying 
instructional activities. 


Tutorial Procedures. A tutor can be any person other than you who assists a 
student—older students, peers, parents, or paraprofessionals. Tutors can be 
particularly effective in assisting the students when difficulties arise by: 


Timing the student on the drill sheets provided. 

Providing individual drill or instruction on any of the materials or 
activities suggested in this manual. 

Monitoring and recording the types of errors the student makes in 
the Word Radar game to facilitate error analysis and subsequent 
training. | : 
Monitoring student use of the microcomputer and software. 


Using Incentives. Incentives can be implemented which will capitalize on the 
built-in ones of the games. One way for students to increase their perform- 
ance in the game is through additional practice. Additional practice on the 
microcomputer could be earned by: 


improvement onthe game itself—especially reaching an aim early. 
working extra time with the worksheets. 

being a reliable peer tutor with other students. 

good behavior in the learning area or microcomputer area. 


being responsible for making sure the microcomputer is shut off 
and unplugged at the end of each day. 


Additional incentives could be given by developing and utilizing related 
materials that correspond to the Word Radar theme. Some additional incen- 
tives you might use are to: 7 


provide students with certificates of achievement which feature the 
radar screen on them for reaching aims on the Word Radar game. 
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STEP 7: 


Set 
New Aims 


e develop a bulletin board using the radar screen as the means to 
display student progress toward mastering the various options in 
Word Radar or sight word vocabulary in general. 

e have students make up their own worksheets or games on sight 
words and then use them with other students who are working on 
this skill and/or display them in a Special area or on a special 
bulletin board. 

e make improvement in the game or related material contingent 
upon earning special privileges such as monitoring the micro- 
computer area, becoming a peer tutor, demonstrating the use of 
the microcomputer, or extra time to use the microcomputer. 


Reward Systems. Word Radar has a high degree of motivational appeal for 
students and field tests have shown that they will work to have an opportunity 
to use it. Thus, opportunity to play this game can be made contingent upon 
other aspects of performance and behavior in the classroom setting. Such a 
reward system can include: 
® points or tokens earned or work completed exchanged for a speci- 
fied number of minutes playing Word Radar. 
e extratimeto play Word Radar earned by improving on the game 
itself. 
e specified number of minutes to play Word Radar earned by pro- 
gress on print materials in the package or level of proficiency in the 
game. 3 
® opportunity to teach another student to play the game given upon 
reaching a particular aim or level of proficiency. 
e extra minutes to play Word Radar based upon responsible be- 
havior with the microcomputer and software. 


Using the information gained from the Progress Chart and implementing the 
suggested strategies in the program, you will be able to more accurately 
move from the first aim to other aims for the students. It is important to 
remember that the games programmed at speed level 9 are beyond most 
students’ ability to reach a high number of hits. Allowing students to play the 
game at this level will provide additional practice on the content while pro- 
viding motivation for the student to continue to practice these skills after 


—established aims are met at lower speed levels. 


CONTENT 


All of the words included in Word Radar program represent reading levels 
appropriate for the primary grades and are generally included in basic sight 
word vocabulary lists. The words are all included in DLM’s Sight Word 
Memory Match (D0700) and can be used as a key supplementary material 
with Word Radar in sight word vocabulary activities. 


Each word list was arranged by the number of letters per word in the included 
words. This eliminates identifying similar words just by length and requires 
that the student really look at the configuration of the word and its specific 
letters. Word List 1 contains primarily two-letter words while Word List 8 

contains primarily six-letter words. 


The words for each list are presented in this section for you to review prior to 
starting a student in the program. If you have a student who does not know 


several words at a particular level, you can teach these words before starting 


the game. Word Radar might prove to be an excellent motivator for that 


student to learn new words! 


WORD RADAR 
WORD LIST 
4 5 
line play 
will into 
draw came 
have work 
this give 
name tree 
book very 
girl take 
like down. 
home long 
they were 
from said 
read town 
when soon 
word look 
some back 
them find 
your year 
with left 
good four 
what away 
that want 
ball wish 
game last 


6 
show 
been 

tall 
best 
jump 
much 
each 
next 
more 
both 
fish 
high 
kind 
also 
Call 
must 
near 
five 
over 
know 
only 
dark 
most 
hill 


7 
house 
write 
under 
about 
story 
would 
books 
there 
paper 
after 
words 
other 
stand 
think 
again 
which 
could 
color 
thing 
found 
lunch 
where 
white 
bring 


8 
leave 
never 
while 
black 
right 
these 
until 
woman 
mother 
father 
letter 
little 
before 
school 
sister 
friend 
flower 
pretty 
please 
should 
better 
second 
circle 
first 
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Use in the Home Setting 
INTRODUCTION 


One of the six programs in the ARCADEMIC SKILL BUILDERS IN 
LANGUAGE ARTS series, Word Radar can be used independently in the 
home setting. The Instruction Sheet with the diskette and the beginning of 
this manual provide you with step-by-step directions for using and handling 
the diskette and playing the game. Much of the information contained in the 
section describing the use of Word Radar in the school setting may also be of 
interest to you. We have included this section specifically for the home user 
and provided references to related sections of the Use in School Setting 
portion. | 


HOW TO INTERACT WITH PLAYER 


Making learning fun is the most important feature of the ARCADEMIC idea. 
Your interaction with the players can maintain and encourage their enjoy- 
ment and subsequently increase the learning potential of the games. 


Encourage the Player. Always make positive statements, never negative. 
Encourage with “I’m really glad to see you playing your microcomputer 
game” or “I see your score really improved.” Avoid any negative statements 
that might relate to lack of achievement, which could result in timidity or 
reluctance to play. Later in these instructions we will discuss how to restore 
progress when a player is stuck. 


Show You Are Interested in Improvement. Take time to watch the player 
during the game and discuss his/her improvement. Comment in a positive 
way with “I think it’s great you improved your score by two points!” Positive 
interaction and communication with the player will show that you value 
his/her efforts to improve. The player should acquire a feeling of competence 
and confidence. Keep an eye on each player’s progress. If a player ever 
becomes frustrated or stuck, be positive and helpful. Your constructive inter- 
action can make a great deal of difference. 


HOW TO SET GOALS © 


Setting a goal for a player means setting a certain number of hits (corrects) 

or misses (errors) as a final score to work toward. It is important to set goals 
for both because both are important in making progress. Work with the player 
in establishing these goals. 
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Speed and accuracy are the ultimate objectives. Both are important to good © 
performance. Establish goals that are just beyond your player’s reach. As you 
progress, advance the goals accordingly. 


Setting a Specific Goal. For players of average ability, we recommend that no 
goal be set at less than 40 hits and not more than 5 misses per two-minute 
game at a given level. To establish a specific goal for a player, you can use 
your own score after you have played several practice games. Playing toward 
a goal will reflect the level of the player’s mastery of the sight words and the 
quickness of his/her reaction. 


Using Intermediate Goals. It is important that the goals do not seem un- 
reachable to the player. If it becomes apparent that the goals are set far 
beyond a player's reach, set an intermediate goal. As soon as the player 
reaches the intermediate goal, reset it to a higher level and continue doing 
this until the final goals are met. 


Being Consistent Although the diskette is programmed to run each game for 
two minutes, it can be changed to a minimum of one minute ranging up toa 
maximum of five minutes as explained on the Instruction Sheet. The two- 
minute timing is ordinarily best for most players. Always relate the length of 
the game to the level of goals. If you change the game time, alter the goal 
correspondingly. For example, if the goal is 40 hits and 1 miss for a two- 
minute game, it should be changed to 80 hits and 2 misses for a four-minute 
game. 


Be consistent also when recording the scores. We recommend that you 
record a player's best score on a given day. 


For more information read Step 1: Establish Aim(s) on pp. 10 
to 77. 


HOW MUCH TO PLAY 


How much is too much—or too little? As with all skills, the more you play an 
ARCADEMIC game the better you get. To get maximum improvement, 
however, you must consider how frequently the game should be played, how 
long individual sessions should be played, and how long individual sessions 
should last to avoid overexposure. Session lengths can probably be best 
judged by the player. That is, what might be fatiguing to one child would not 
be to another. 


Game Frequency. Someone who plays every day will probably improve more 
than a person who plays once a month or even once a week. Therefore, we 
suggest that the player be allowed to play on a regular and frequent basis 
rather than allowing along interval between game sessions. Establish a daily 
schedule of two or more limited periods. Our field tests suggest such sche- 
dules to be the most successful. 


Session Length. Someone playing eight to ten hours on a given day will 
probably improve more than a person who plays five or ten minutes. But 
overly long periods of playing time may tire the player. Interest will be best 
maintained if the player never gets quite enough. Keep sessions frequent but 
short! Depending upon the age and interest level of the player, we recom- 
mend arange of ten to forty-five minutes per session. Your judgment about 
length of asession should relate to the attitude of the player. It is also impor- 
tant to consider the wishes of the player. | 


HOW TO HELP 
THE PLAYER IMPROVE 


The best way to get better is to play the game often. But, some additional 
activities or strategies will also be helpful to those who are still learning the 
parts of speech. 


Keep a Record. A visual record of game scores provides an incentive to im- 
prove. Graphs are particularly useful because the direction of change is 
immediately apparent. On one of the blackline masters, you will find a graph 
that can be used to record both hits and misses. Have the player record the 
best score achieved on a given day. Create a graph of the best daily scores by 
placing‘a dot (e) at the appropriate number of hits. Record the misses with an 
X at the appropriate number. Connect hits scores and misses scores with 
lines so that trends can be seen. You might also want to chart goals separately 
with an H for hits and an M for misses on the appropriate number and date. 
This graph method can also be used to record the results of other strategies. 


For the Rare Reluctant Player. Just playing the ARCADEMIC game and 
improving at it will be more than enough motivation for most players. But 
some may respond more favorably when concrete incentives are offered for 
higher achievement. This will be particularly appropriate for players who 
have otherwise experienced difficulty with the sight words. They might be 
inclined to approach any activity related to this area of language skills reluc- 
tantly. Depending upon the individual, it could be helpful to provide a reward 
for improvement over an earlier score and for meeting intermediate and final 
goals. Anumber of incentives or rewards can be used. Remember to choose 
one that is appropriate for the player. You may want to give points that can be 
accumulated and traded for one or a choice of rewards such as: 


e extra minutes on the computer or a favorite activity 
e atoyorclothing 
e a favorite food, meal, or snack 


When Progress Stops. If progress slows, allow some time for careful obser- 
vation. Try to determine what is causing the misses. Carefully monitor the 
player’s progress and be aware when he/she has reached a plateau. Poor 
strategy, failure to understand the game, repeated errors on one or several of 
the parts of speech and difficulty in using game controls are all important 
factors that may inhibit progress. 
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Number of Hits & Misses 


CALENDAR WEEKS 
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For more information on recording and analyzing the player's 
performance, read the Teaching Strategy section, pp. 10 - 78. 


Once you have identified the specific problems, it is important to provide 
the player with direct assistance. To correct specific problems: 
e Explain and demonstrate the game strategies that you feel would 
work best for the player. 
e Remind the player of the appropriate strategies while he/she is 
playing. 
e Provide extra practice on the consistently missed words. This can 
be done with written material or flashcards. 
-@ Provide additional instruction and practice with the keyboard/ 
paddles. 


Make Your Own Games and Materials. Create your own paper and pencil 
games using the sight words. Buy one of the many workbooks found in game 
stores. Use flashcards (or make your own) to play games. Play guessing 
games in the car or at home such as “I see the word ‘in.’ Where is it?” for 
which the child must find the written word you See. If the player is tired, never 
insist on playing these games. Games should be approached as fun, as a 
special opportunity to spend time enjoyably. | 


For other suggestions for using the blackline worksheets, see 
p. 6; for developing related activities and materials, see pp. 

7 - 10; and for establishing specific strategies for improve- 
ment, see p. 7. The words in the program are listed by word 
lists in the content section, p. 19. These words can be helpful 
in developing other materials and activities. 


HOW TO ADAPT USES 


Because of the many options available on your Word Radar game, you can 
use it with players of widely varying abilities and interests. Use it with two or 
more players by taking turns and comparing scores. Tournaments can be 
held over a period of days or weeks using scores and graphs to determine 
winners. Progress of all players can also be observed this way. 


You will want to purchase additional ARCADEMIC SKILL BUILDERS IN 
LANGUAGE ARTS or ARCADEMIC SKILL BUILDERS IN MATH games and 
schedule game playing to build a wide range of skills. It’s fun to organize 
group playing and tournaments when the games are varied and the skills are 
different. 
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LOADING 


1. Read all the instructions thoroughly. 

2. Equipment needed: Apple* computer 
(48K, Applesoft), 1 disk drive, monitor 
(TV). 

3. Check to be sure that system compo- 
nents are connected correctly and 
plugged into wall outlet. 

4. Turn volume all the way down on 
monitor. 

5. Place diskette in drive. 

6. Turn on computer; when drive begins 
to “whir’’ and “in use” light on drive is 
on, snap door on drive closed. ** 

7. When loading, screen will display: 
—DLM logo for ARCADEMIC and 

name of program. Adjust color. 
—Copyright notice. Adjust picture 
sharpness. 
—PRESS ANY KEY TO PLAY 
appears. Go to page 2 of 
instructions. 


“Apple is trademark of Apple Computer Inc. 
**Program will load with computer with autostart. 
If drive does not start, type PR#6 and press 
RETURN. Program will load. 


ARCADEMIC SKILL 
BUILDERSIN ° 
LANGUAGE ARTS 


INSTRUCTION SHEET 
HANDLING DISKETTES 


1. Never touch the surface of the diskette 
(the part in the oval shaped hole). 

2. Never force diskette into drive. 

3. Never put diskette in or take out of 

drive while “in use” light is on. 

4. Avoid dusty areas. 

5. Don't expose diskette to extreme heat 
or cold, direct sunlight, or magnetic 
field. Never place on top of monitor 
(TV) or on top of drive. 

6. Operate computer with diskette in 
temperatures from 50° F to 122° F. 

7. To insert diskette into drive, hold it 
by the label with thumb and fore- 
finger; place diskette in the drive with 
label up. 

8. Replace diskette in envelope after 
removing from drive and store upright. 


Copyright © 1983 Developmental Learning Materials 

All rights reserved. No part of this material may be reproduced, 

stored in a retrieval system, or transmitted in any form by any means— 

electronic, mechanical, photocopying, recording, or otherwise — 

without prior permission of the copyright owner. Printed in U.S.A. 
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GETTING READY 


® Read the ARCADEMIC manual for 
further information and content of the 
specific game. 

® Game will automatically play at options 
listed in game descriptions, pp. 3-8. 

@ When PRESS ANY KEY TO PLAY or 
score screen appears, you can change 
the game options: 


1. Hold down the CTRL key and press P. 
The option screen will appear. 

2. Press the number of the option to 
change (number on left). 

3. When flashing at current level 
occurs, press the number/letter of 
new option. Program will change 
and relist. 

4. Change as many options as you 
want. 

5. When all changes are made, press 
number of EXIT GAME CONTROL. 

6. Game is ready to play. 


WARRANTY. Diskettes replaced at no cost 
within 6 months of purchase if defective. 
Send with invoice number and account 
number to: DLM Returns. 


Apple Ile users: Programs work as 
above except lock down shift key when 
typing in any letter. 


PLAYING THE GAME 


@® The OBJECT of each game is to select 
and fire correct answers within a green 
time. 

@ KEYBOARD play has sets of keys fet 
play. For games with response only, the 


SPACE BAR is pressed to fire. 


For games with moving graphic 
answer, 3 sets of keys operate the 


game (or mixed): 
S moves left (fires) 

(left) OO ahh 
(tires) 


C) moves right 
(left) dd oe 


SPACE BAR fires 

@® In PADDLE/JOYSTICK play, determine 
paddle. Use it to move answer and 
button to fire. 

@ The T key will terminate game at any 
time. 

® Scores for highest and lowest number 
of hits and misses appear at end of 
each game. 

@ Misses are recorded only for wrong 
answer, not for failure to answer in 
time. 

® Playing time is designated by RUN 

TIME option. Game will also end when 
player fails to answer in allotted time 
and game resets 3 times. 


WORD INVASION 


The player helps Alien Octopus (A.O.) aim at and fire down words» 
representing parts of soeech given at the bottom of the screen. 


To Change 
the Options: 


Press CTRL P 


Purpose of To Play the Game: 


the Game: 


IDENTIFYING 
PARTS OF SPEECH 


or ats or ae 


DISKETTE MUST BE IN DRIVE TO CHANGE OPTIONS 


~ SPEED T.. 29 1 is slowest; 9 is fastest 


. CONTENT OPTION (Y, N) LEVEL (1... 4) Y (yes) for part(s) of speech selected 
N (no) for parts of speech not selected 


NOUNS ¥ 2 parts must be selected 
PRONOUNS es Level I is easiest 
VERBS ¥ Level 2 is moderately difficult 
ADJECTIVES Y Level 3 is hardest 
ADVERBS 4 Level 4 is mix of lists 1-3 
PREPOSITIONS , RETURN will scroll list 
. RUNTIME (MIN) 1... 5 length of time per game 
4. PADDLE CONTROL (Y, N) Y (yes) to play with paddle/joystick 
N (no) to play with keyboard 
. SOUND (Y, N) Y (yes) to play with sound in game 
N (no) to play without sound in game 


. EXIT GAME CONTROL to exit game option screen 


VERB VIPER 


The player feeds the Verb Viper the correct tense of verbs : 
coming from caves to match the subject on the pad underneath. 


To Change 
the Options: 


Press CTRL P. 


To Play the Game: 


SPACE BAR 


Purpose of 
the Game: 


SUBJECT-VERB 
AGREEMENT 


DISKETTE MUST BE IN DRIVE TO CHANGE OPTIONS 


- SPEEDR Gs 2 1 is slowest; 9 is fastest 


. CONTENT OPTION 1... 4 ---|---] = “to be” and “have” 
2 = present tense verbs 
3 = past tense verbs 
4 = past participles 
_ DIFFICULTY LEVEL 1... 4 For Content Option 1:1 = am, is, are 
2 = was, were 
3 = have, has 
4 = mix of 1-3 
For Options 2—4: 1 = easiest word list 
2 = moderate difficulty 
3 = hardest word list 
4 = mix of 1-3 word lists 


ARUN: TUMEAIN | ls re eo See ete length of time per game 


_ PADDLE CONTROL(Y,N) 2s Net Y (yes) to play with paddle/ joystick 
N (no) to play with keyboard 


SSOUND CV AIN) foo eee STE ee Y (yes) to play with sound in game 
N (no) to play without sound in game 


: EXT GAME CONTRO a5 ere este seep to exit game option screen 


WORD MASTER 


The player matches antonyms, synonyms, or homonyms in word 
stations with the word appearing in the center word scope. 


Purpose of To Play the Game: To Change 
the Game: the Options: 


muon SYNONYMS, OO (W) G) Press CTRL P 


HOMONYMS | or(A) (D)or(J)(L) 


DISKETTE MUST BE IN DRIVE TO CHANGE OPTIONS 


Se PEROsh. 5. O 2 ee es ee 1 is slowest; 9 is fastest 


. CONTENT (A, S;H; My. = Ae Matches by word pair types: 
A = antonyms 

S =synonyms 

H = homonyms 

M = mixture of all 3 
ee ee ea Level 1 is easiest 

| Level 2 is moderately difficult 


Level 3 is hardest 
Level 4 is mixture of lists 1-3 


A. RUNTIME(MIN)1...5 = = © 9 2---4--- length of time per game 


. PADDLE CONTROL(Y,N) = = = =——sON=-Y--- Y (yes) to play with paddle/ joystick 
N (no) to play with keyboard 
PBOQUNB (YN). 00 vate ps fea oe Meet Y (yes) to play with sound in game 
N (no) to play without sound in game 


. EXIT GAME CONTROL -----------------------------4--- to exit game option screen 


WORD RADAR 


As the control tower operator, the player matches and fires at sight words 
in the viewers with the word appearing at the bottom of the screen. 


Purpose of To Play the Game: To Change 
the Game: | the Options: 
SIGHT WORD OS Ww) Q) Press CTRL P 
VOCABULARY SPACE BAR] or (A)(D) or GQ) 


DISKETTE MUST BE IN DRIVE TO CHANGE OPTIONS 


Oe it Oe ee ee eae 1 is slowest; 9 is fastest 


ANEOUD TISt: Frag ee Soe oe SE Ba 24 words in each of 8 lists: 

1 = shortest words 

8 = longest words 

9 = combination of lists 1-8 


. DIFFICULTY LEVEL To. ---}---] = 4 words on screen per cycle 
2 = 8 words on screen per cycle 
3 = 12 words on screen per cycle 


4. RUNTIME (MIN) 1...5 length of time per game 
. PADDLE CONTROL (Y, N) Y (yes) to play with paddle/ joystick 
. | N (no) to play with keyboard 


. SOUND (Y, N) Y (yes) to play with sound in game 
N (no) to play without sound in game 


. EXIT GAME CONTROL to exit game option screen 


SPELLING WIZ 


The player helps the Spelling Wiz use his magic wand to aim and 
Zap missing letters in spelling demons at the top of the screen. 


® 


Purpose of 
the Game: 


PRACTIC 3 
SPELLING ~ EMONS 


To Play the Game: 


So 
B® « SO 


DISKETTE MUST BE IN DRIVE AT ALL TIMES DURING PLAY 


To Change 
the Options: 


CTRL P 


Press 


BREED 1. COs? bates tees =F Snacks. 1 is slowest: 9 is fastest 


. CONTENT OPTIONO...6 -------O0 = common name words 
1-6 = common and demon words 
in grades | through 6 


é WORD AIST Para Eo nee 20 words per word list in 1-3; 
4 = combination of other lists 1-3 
. DIFFICULTY 1...4 ----+--] = ] letter missing 


2 = 2 letters missing (obvious) 
3 = 2 or 3 letters missing (similar) 
4 = combination of 1-3 difficulty 


5. RUNTIME (MIN) 1... 5 length of time per game 
6. PADDLE CONTROL (Y, N) Y (yes) to play with paddle/ joystick 
N (no) to play with keyboard 
. SOUND (Y, N) Y (yes) to play with sound in game 
N (no) to play without sound in game 
. EXIT GAME CONTROL to exit game option screen 


WORD MAN 


The player forms words with a moving initial consonant and groups of 
letters with long and short vowels that appear in windows around a maze. 


e- 


Purpose of 
the Game: 


BUILDING WORDS 
WITH PATTERNS 


To Play the Game: 


SPACE BAR| 


To Change 
the Options: 


Press CTRL P 


DISKETTE MUST BE IN DRIVE AT ALL TIMES DURING PLAY 


, SPEED TL. 9 pe uateaaecnie ieee aetna) Cee 1 is slowest; 9 is fastest 

1-3 = 19 windows; 4-6 = 27 windows 

7-9 = 36 windows 

. CONTENT OPTIONS = SHORT LONG|_Y¥ (yes) for type of word building 
VOWELS A N (no) for type not wanted 

Short = CVC pattern 

Long = CVC§ pattern 


RETURN will scroll list 
. RUN TIME (MIN) 1... 5 7 length of time per game 


4. PADDLE CONTROL (Y, N) Y (yes) to play with paddle/joystick 

| N (no) to play with keyboard 

. SOUND (Y, N) Y (yes) to play with sound in game 

N (no) to play without sound in game 
. EXIT GAME CONTROL to exit game option screen 


~ Apple Computer, Inc. makes no watranties, » 
| - either express or implied, regarding the. 
~ enclosed computer software package, its. 
- merchantability or its fitness for ay 
| | eee purpose. 
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STUDENT RECORD SHEET Word Radar 


Student Name 


Misses Misses i Misses Misses 


Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Hits Hits Hits Hits Hits 


Misses Misses Misses Misses Misses 


Hits Hits Hits Hits 


Misses Misses Misses Misses 


Misses Misses Misses Misses Misses 
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PROGRESS CHART 


Student Name 


MISSES at 


Difficulty Level 


Content: 


MISSES at 


Content: 


Difficulty Level 


MISSES at 


Content: 


Difficulty Level 


Speed Level by 


Speed Level by 


Speed Level by 


Speed Level by 


Word Radar 


Mo Day Yr 


Mo Day Yr 


Mo Day Yr 


Mo Day Yr 


MISSES at 
Content: Difficulty Level 
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e Hits A Hits aim 
X Misses V Misses aim 
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STRATEGIES FOR IMPROVEMENT Word Radar 


Student Name 


_MHITS LE MISSES saat ~ Skill Level 
DATE” 


DATE STRATEGY COMMENT 


an a 


EE MISSES) saat ~ Skill Level 


DATE. 
[| STRATEGY sd COMMENT 
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WORKSHEET #1 Word Radar 
Word Lists 1&2 
Difficulty LEVEL 1 
Student Name: Date: Correct: 
Errors: 
me my in to go we | on am 
we on is he do me in no (4) 
my is we on 
W he do no to he of to too 
O is in be at no me go do (8) 
R in to he go 
D 
can do my we it at at of 
L to or be me be me it am | (12) 
| do me be at 
S ; 
it at to on on in am me 
T or in of at am no my on | (16) 
it of no am 
1 
cat for not for for cat or my 
of the be boy can am up it | (20) 
for boy can up 
cat can he the no at of or 
not at me me to not on for | (24) 
cat the not or 
i ee ne ne 
our old and are and ran and buy 
any dog any man man new are any | (28) 
dog and man any 
WwW and how saw was his him our out 
O her had new man her had buy but | (32) 
R had was his our 
D 
but new and are him his old out 
L get her she any had her our buy | (36) 
| get are her out 
s saw was did dog our old out buy 
T see new but his out had but how | (40) 
saw did old but 
2 
saw and saw see was who man and 
get new she who she how ran any | (44) 
new she who ran 
had him him new see she but any 
his her how had saw are dog buy | (48) 
him how see buy 
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WORKSHEET #2 Word Radar 
Word Lists 3 & 4 
Difficulty LEVEL 1 
Student Name: Date: Correct: 
Errors: 
run red red one run eat too box 
fun use use two red let try two (4) 
run one red two 
W sit let sit big eat let sit eat 
O you put box try red sit ask way (8) 
R put big eat ask 
D 
way say has say may way way day 
L may day fun far day say say may | (12) 
| say has day may 
Ss run car let eat fun run try say 
T use fun use sit far one way why | (16) 
use let fun why 
3 
too two day car red far too two 


(28) 


(32) 


(36) 


(40) 


(44) 


game line will word have them line game 
line will draw have 
W that they game some book good will ball 
O them this name home read ball with girl 
R this name book girl 
D 
book like home game that them home them 
L have line some have they this from book 
| like home they from 
s book read what with will what home some 
T draw good when word word word game name 
4 read when word some 
them that draw from what word book game 
they this girl your will when good word 
them your with good 
with what that this will with name home 
will when they them ball book some game 
what that ball game 


(48) 
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WORKSHEET #3 Word Radar 
Word Lists5&6 
Difficulty LEVEL 1 
Student Name: Date: Correct: 
Errors: 
very away | find into came take wish want 
year play left wish were year work look (4) 
play into came work 
W year very tree town year long take left 
O came give take four very away tree town (8) 
i give tree very take 
town down last down want wish said find 
L soon find long left work were wish back | (12) 
| down long were said 
Ss town down look down look last work back 
T four take soon said long soon take look | (16) 
5 town soon look back 
said four away four last long town work 
wish find play year left year four find | (20) 
find year left four 
play very want wish work wish left want 
year away were work want were last take | (24) 
away want wish last 
know much best been hill call best been 
most show next dark tall fish both next | (28) 
show been tall best 
W i 
only must must much much fish next must 
O kind jump more most high each near best | (32) 
: jump much each next 
must much both best high each high fish 
L more most fish been five fish five hill | (36) 
| more both fish high 
Ss know kind also show hill tall most much 
T five fish over more call dark more must | (40) 
6 kind also call must 
next near five fish over near show kind 
over been more high five only know much | (44) 
near five over know 
over jump dark best much more tall call 
also only kind call must most hill high | (48) 
only dark most hill 
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WORKSHEET #4 Word Radar 
Word Lists 7 & 8 
Difficulty LEVEL 1 
Student Name: Date: Correct: 
Errors: 
would where white where other color about other 
house white which write after under lunch again (4) 
house write under about 
WwW stand story would which books bring think thing 
O books words words found think words there white (8) 
i story would books there 
after under other under books would other after 
L other paper after again white words under paper | (12) 
| paper after words other 
Ss story stand think thing about bring where white 
T would could there bring again under write which _ | (16) 
z stand think again which 
would color color could think thing found could 
could house other under bring there would lunch } (20) 
could color thing found 
lunch house which white write white think thing 
could found where write which were bring books | (24) 
lunch where white bring 
ed 
letter please leave second while woman before better 
little leave never please until these black right | (28) 
leave never while black 
WwW first right these letter school while flower mother 
O letter friend before leave until little school woman | (32) 
i right these until woman 
mother until father flower little better letter pretty 
L these first friend mother letter pretty better little | (36) 
| mother father letter little 
S before better should school school second should black 
T black circle second sister sister should flower friend | (40) 
8 before school sister friend 
friend flower pretty better please pretty school second 
woman should please letter leave flower should sister | (44) 
flower pretty please should 
letter better school sister before until first right 
pretty little second should while circle sister father | (48) 
better second circle first 
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WORKSHEET #5 Word Radar 
Word Lists 1&2 
Difficulty LEVEL 2 
Student Name: Date: Correct: 
Errors: 
my in me of boy the my up 
is to be no can not to is 
we he at am up or be he (4) 
W on go it for cat do am at 
O 
R 
D for it do in my to up we 
L cat boy of me is he cat on 
we the can no be am go it (8) 
I go on not or at for do of 
S 
T 
1 boy the my to up is for cat 
can not in me or on boy not 
in no be am he at we it | (12) 
me or no can do of go the 
dog man see get saw new dog him 
and any how are did she was out 
had his him her old who but his |} (16) 
W was buy Our out but ran and our 
O 
R 
D saw man see had dog was but man 
new buy are how and his new any 
L get she old her him out buy get | (20) 
| did any who ran our saw see are 
Ss 
T 
9 did she dog was but and saw man 
old who had how ran any did buy 
had her him out his Our new get | (24) 
how ran her old see are who she 
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WORKSHEET #6 Word Radar 
Word Lists 3 & 4 
Difficulty LEVEL 2 


Ghudent Name: ..---. LL Dati 2 COCCI: 


Errors: 
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Errors: 


play give down town find away play four 
into tree long soon year want tree into 
came very were look left wish were very (4) 

W work take said back four last back said 

O 

R 

D ; 
find town down give play tree four into 

L away year soon long give long last work 
came want left look were back very said (8) 

: take work wish last look left down soon 

T 

5 find came last four back said take work 
year take wish left look were very came 
away town want year soon long tree into | (12) 
wish want away find town down give play 
show tall more kind near over show fish 
been best both also five know much must 
jump each fish call only most know each | (16) 

W much next high must dark hill been high 

O 

R 

D near kind more over show much know been 
only five also most jump both hill best 

L tall dark jump call fish must each high | (20) 

| next best both hill call over more also 

S 

T 

6 near only hill dark must high next much 
five most most only call fish each jump 
tall kind know five also both best been | (24) 
next dark over near kind more tall show 
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WORKSHEET #8 Word Radar 
Word Lists 7&8 
Difficulty LEVEL 2 
Student Name: Date: Correct: 
Errors: 
house story paper words could thing house found 
write would after other color found would write 
under books stand again lunch white words books (4) 
W about there think which where bring which could 
O 
R 
D lunch there think white house would found write 
under stand thing story story after bring about 
L color about after bring words which books other (8) 
7 where paper again other again thing paper think 
T 
7 could lunch bring found which other there would 
color white white thing again words books story 
under stand where color think after about write | (12) 
there where lunch could stand paper under house 
leave while mother before flower better leave should 
never black father school pretty second these never 
right until letter sister please circle letter until | (16) 
W these woman little friend should first friend little 
O 
R 
D flower while mother right leave these should never 
better woman school father right father first black 
L before second please sister letter friend until little | (20) 
| pretty black circle first sister please mother school 
S 
T 
8 flower better first should friend school woman black 
pretty circle circle please sister before until white 
while before second pretty little father these never | (24) 
woman second better flower letter mother right leave 
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WORKSHEET #9 Word Radar 
Word Lists 1&2 
Difficulty LEVEL 3 
Student Name: Date: Correct: 
Errors: 
my he it can my he it on 
is go of up to at boy do 
we do no cat be for the of 
W 
O on me am the am cat can me (4) 
R in be for not up we not no 
D to at boy or is go in or 
L 
l 
S my be do for or cat at to 
T in no at boy not up be in 
to am of cat the can me on 
1 can is not it boy no do we (8) 
up on we the for of go is 
or he go me am it he my 
dog any get old dog his get old 
and had are but was our did who 
man was her new him saw she had 
W his how out she out new any how | (12) 
O buy him saw who but man see her 
R see our did ran and buy are ran 
D 
L 
l 
Ss dog out his are ran new our was 
T had old see saw who but him had 
was but our did she old how any 
2 how ran new buy did her see man | (16) 
him and who get saw are buy and 
her any man she out get his dog 
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WORKSHEET #10 Word Radar 
Word Lists 3 & 4 
Difficulty LEVEL 3 
Student Name: Date: Correct: 
Errors: 
run eat use car run eat use two 
one ask let too big may far say 
W red say fun try day box sit let 
O two has why sit why try car has (4) 
R put day box way too red way fun 
D big may far you one ask put you 
L 
l 
S run why eat try you far may big 
T put car say way way box day put 
big too may red sit why has two 
3 has you let ask try fun say red (8) 
day one box use too let ask one 
fun two far sit car use eat run 


line book read with line book read have 
will girl when good name from your like 
draw like word what they them that when 

W have home some that some what with home | (12) 

O this they them ball good draw ball word 

R name from your game will girl this game 

D 

L 

l 

S line some book what game your from name 

T this with like ball ball them they this 
name good from draw that some home have 

4 home game when girl what word like draw | (16) 
they will them read good when girl will 
word have your that with read book line 
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WORKSHEET #11 Word Radar 
Word Lists5&6 
Difficulty LEVEL 3 
Student Name: Date: Correct: 
Errors: 
play very town left play very town left 
into take soon four tree said year wish 
came down look away were find want give 
W 
Oo work long back want back away work long (4) 
R give were find wish four came down look 
D tree said year last into take soon last 
L 
I 
Ss play back work year last year said tree 
T give left very away wish find were give 
tree want down wish want back long work 
3 long four said came away look down came (8) 
were last soon take four soon take into 
look into find town left town very play 
show each kind over show each kind over 
been next also know much high five most 
tall more call only fish near dark jump 
W best both must dark must only best both | (12) 
O jump fish near most know tall more call 
R much high five hill been next also hill 
D 
L 
| 
S show must each only hill five high much 
T jump over more most most near fish jump 
much know high tall dark must both best 
6 both hill also next only call more tall | (16) 
fish been near kind know also next been 
call best five dark over kind each show 
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WORKSHEET #12 Word Radar 
Word Lists 7& 8 
Difficulty LEVEL 3 
Student Name: Date: Correct: 
Errors: 
house books stand thing house books stand thing 
write there think found would other color ‘white 
under paper again lunch words could where story 
W 
O about after which where which lunch about after (4) 
R story words could white found under paper again 
D would other color bring write there think bring 
L 
I 
Ss house which books lunch bring color other would 
T story thing paper white white could words story 
would found other under where which after about 
7 after bring think there lunch again paper under (8) 
words write could stand found think there write 
again about color where thing stand books house 
leave until before please leave until before please 
never woman school should these little pretty circle 
while mother sister better letter flower second right 
W black father friend second friend better black father | (12) 
O right letter flower circle should while mother sister 
R these little pretty first never woman school first 
D 
L 
cS leave friend until better first pretty little these 
T right please mother circle circle flower letter right 
these should little while second friend father black 
8 father first school woman better sister mother while | (16) 
letter never flower before should school woman never 
sister black pretty second please before until leave 
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